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A SPECIAL MESSAGE 
FROM CAPCOM 
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| Thank you for selecting Final 
Fight 3™, the latest addition to CAPCOM ’s library. Following the 
success of Final Fight 2™ and Super Street Fighter II™, CAPCOM 
continues the tradition of action-packed family oriented games for 
the Super Nintendo Entertainment System. 


Final Fight 3 features colorful, state-of-the-art high resolution graphics 
and stereo sound. We at CAPCOM ENTERTAINMENT are proud to 
bring you this thrilling new addition to your video game library. 


WARNING: PLEASE READ THE ENCLOSED CONSUMER 


INFORMATION & PRECAUTIONS BOOKLET BEFORE USING YOUR 
NINTENDO® HARDWARE SYSTEM OR GAME PAK. 





THIS PRODUCT HAS BEEN RATED BY THE ENTERTAINMENT SOFTWARE 
RATING BOARD. FOR INFORMATION ABOUT THE ESRB RATING, OR TO 
COMMENT ABOUT THE APPROPRIATENESS OF THE RATING, PLEASE 
CONTACT THE ESRB AT 1-800-771-3772 
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CAPCOM ENTERTAINMENT, INC. 
475 Oakmead Parkway 
Sunnyvale, California 94086 











Official 


Seal of Quality 






THIS OFFICIAL SEAL IS YOUR 
LICENS EO sb ASSURANCE THAT NINTENDO i 
= APPROVED THE QUALITY OF THI 
do PRODUCT. ALWAYS LOOK FOR THIS 
Ninten = SEAL WHEN BUYING GAMES AND 
ACCESSORIES TO ENSURE 


NINTENDO, SUPER NINTENDO COMPLETE COMPATIBILITY. ALL 
ENTERTAINMENT SYSTEM NINTENDO PRODUCTS ARE 

AND THE OFFICIAL SEALS ARE LICENSED BY SALEFOR USE _ 
REGISTERED TRADEMARKS OF ONLY WITH OTHER AUTHORIZED 
NINTENDO OF AMERICA INC. PRODUCTS BEARING THE OFFICIAL 
©1991 NINTENDO OF AMERICA INC. NINTENDO SEAL OF QUALITY. 


© CARCOM CO.. LTO, 1995. 
© CAPCOM U.S.A, ING, 1995, ALL RIGHTS RESERVED. CAPCOM, CAPCOM U.S.A, 
CAPCOM ENTERTAINMENT, and FINAL FIGHT 3 are trademarks of CAPCOM CO. LTD 


A Special Message from CAPCOM .........:::ccccseeeesseeeesseeeeees 2 


Table cf COments:.....:.......cosessossernneoncocennnsneneseeseeacerantnnsenennes 3 
Doemty PrACHUNONS icc scinenera rays nite euneneaats A 
Getting Started -xcccca horns come cases 5 
Using tne Oplion Mode is seiscsccoe ac eee Geen 6 
Using the Control Pad sical ae ote eee ee 8 
SKUM Crossii statin eeies. css aatte a vey es eee es Ra 1] 
MAGN: OCFEGN vive, Soicrecse cece ces aececnovecduuncecean ae eeben same aeons aes 12 
Profile OF Mike Hagcdld.o.8 ise. 5. aaa see ee eeetnne pero 13 
Prohieiok Guywet sea eed monet cs ew SRP Ree 15 
Protiie OF Lucich:...5 3): caste Sees Sprain Mee eee LY 
Profle of Dean eee eee Since Sa: 
Fower Upiliems ...:0.c:..tesaeeeeosoot aca fea ooue ese PP ee 2] 
Boss Chicracters:2.3, cee echt si, 1 tae es Wea aon) DD 
FightinemhOchicss<t.:....uive tunis setae ere aie h SRN Goa, 23 
Fighting INlotes iy... caries eee ie gee sien ess ns Pea 24 


Warranty 22.2 tGG see cnet 8 ee B27 





Follow these suggestions to keep your Final Fight 3 Game Pak in 
perfect operating condition. 


1. DO NOT subject your Game Pak to extreme temperatures, either 
hot or cold. Always store it at room temperature. 


2. DO NOT touch the terminal connectors on your Game Pak. Keep 
it clean and dust-free by always storing it in its protective box. 


3. DO NOT try to disassemble your Game Pak. 


4. DO NOT let your Game Pak come in contact with thinners, 
solvents, benzene, alcohol or any other strong cleaning agents 
that can damage it. 





GETTING STARTEEG 


. Insert your FINAL FIGHT 3 Game Pak into your Super Nintendo 
Entertainment System and turn the power on. 


. Watch the introduction and then press START when the title 
screen appears. 


. Press the control pad # or ¥ to move the cursor to one of 

the four options on the title screen. Then press START to choose 
the option. See USING THE OPTION MODE section for 

more information. 


. Choose 1P PLAY, 2P PLAY or AUTO 2P PLAY to begin playing 

FINAL FIGHT 3. Choose 1P for a one-player game, 2P for a two- 
player game and AUTO 2P PLAY for a choca game with a 
computer partner. 


. To end the game at any time, simply turn your Super Nintendo 
Entertainment System off and remove your Game Pak. 





USING THE OPTION MODE 


The Option Mode will allow you to 
change some of the features of the 


ee We le 


ame. To choose the Option Mode PARTNER LEVEL NORMAL 
so the title screen, press # or ¥ on PLAYER i MP ASOR 
the control pad to move the cursor to Angin * 
OPTION. Then press the START button «Gree 


to confirm your selection. HIT CONFIG. ON 
SOUND MODE STEREO 





GAME LEVEL (Difficulty): 


EASY: 
If you are an inexperienced fighter, this would be the best suitable 
level for you. Your enemies’ attack level is at their lowest. 


NORMAL: 
When you start the game, the default level is set here. Intermediate 
fighters should select this level. 


HARD: 
Experienced fighters should select this level. The enemies on this 
level are stronger and more aggressive so be very caretul. 


EXPERT: 

The enemies on this level are at their highest level. If you cannot 
finish the game on the easier levels, then playing this level can 
prove frustrating. 


PARTNER LEVEL: 
Adjusts the skill level of your computer partner when playing in AUTO 
2P PLAY mode. Select from WEAK, NORMAL or STRONG. 


ATTACK BUTTON: 

This option will allow you to select which button on your control pad 
will be your attack button. Simply highlight ATTACK and press the 
button on the controller that you want to use for your attack. This can 
be done for both players. 





USING THE OPTION MODE com. 


JUMP BUTTON: 
This option will allow you to select which button on your control pad 
will be your jump button. 


EXTRA JOY: 

In this option you will be able to execute your “Mega Crush” move by 
ressing one Lohiea: To do this, highlight EXTRA JOY and press the 

Cotton on the controller that you want to use for this. This can be done 

for both players. 


HOLD DIR.: 

This option allows you to hold the direction your character faces to 
perform their nels It keeps your character from flipping to face the 
enemy. This option also controls the BACK DASH function (see USING 
THE CONTROL PAD). Simply highlight HOLD DIR. and press the 
button on the controller that you want to use for this function. This can 
be done for both players. 


HIT CONFIG.: 

You can adjust the hit detection mode for the game. Simply highlight 
HIT CONFIG and press @ or ® on the ree pad fo make an sahust 
ment. On causes you and your partner take damage from each 
other’s punches kicks and throws, while Off disables all damage from 
each other’s attacks. 


SOUND MODE: 
This option allows you to select either STEREO or MONAURAL sound. 
Press or ® on the control pad to highlight the option you wish to use. 





USING THE CONTROL PAD 


CONTROL PAD: Press # ¥ @ or ® to move your characters in those 
directions. To grab an enemy, press toward your opponent. 


Default Controls: 


L Button R Button 





Select Button B Button 


Start Button 

Y BUTTON: Punch/Pick up an item. Press rapidly for 
multiple-hit attacks. 

X BUTTON: Not used 

B BUTTON: Jump 

A BUTTON: “Mega Crush” move (can also be 


performed by pressing Y and B buttons 
simultaneously) 


START BUTTON: Pause and unpause game/Confirm 
your selection 

SELECT BUTTON: Highlight an option at the title screen 

L BUTTON: Holds character direction 


R BUTTON: Holds character direction 





USING THE CONTROL PAD cont. 


Other Controls 

DASH: Press control pad @ or ® 
twice quickly. 

DASH ATTACK: Dash, then press attack 


button. 





For Guy & Lucia, continue to press attack button for 
multi-hit combinations. 





Hold L or R button (default). Then press 
control pad twice quickly in opposite 
direction (See OPTION MODE). 








USING THE CONTROL PAB com. 


JUMPING DASH ATTACK: = Dash, then jump. While in air, press 
Y button. 


JUMP KICK: Jump, then while in air press Y button. 


REVERSE GRAB: Grab an opponent, then press 
control pad ¥ and Y button simul- 
taneously. You will then flip your 


hold on the enemy. 





HOLD DIRECTION: Hold the L or R buttons to keep your 
character facing the same direction as 
you move across the screen. You can 


walk backwards as well. 





SKULL CROSS 


The defeat and subsequent disappearance of the Mad Gear Gang 
has led to utter chaos in Metro City. A new uprising of vandalism, 
terrorism and death has spawned out of the remains of Mad Gear, 
This small group known only as “Skull Cross” has quickly grown and 
claims eerily for the constant looting, arson and armed 
robbery. The government of Metro City is at a complete loss. 


, Yet Metro City’s mayor, Mike Haggar, 
has hope for a new future. Guy has 

.] returned to Metro City after several 

}| months of training and is ready to put 
4 his new skills to use. And it looks as if 
| he will get his chance! An explosion 
rings through the streets right outside 
+) | the government building. 


Before either can react, the door bursts 
open, revealing Lucia, Cody’s old 
friend, in a state of shock. 





y “We must act,” she shouts. “Metro City 
, : is under attack! Skull Cross is loose, and 
they've got something up their sleeves. | can’t tell what it is though.” 
“I'm on it,” Guy replies. “Let’s go Haggar!” 
But before any of them can move, a mysterious man appears in the 
rway. He is tall and muscular, with an aura of confidence 
surrounding him. 


“| can help,” he says. “My name is Dean. | know Skull Cross inside- 
and-out, and | hate them more than anyiing, My past means nothing 
to me now. | can help you, and you can help me. We must go!” 


All four fighters vow to bring Skull Cross down. It will be a tough — 


assignment, and may even be their final fight! 











MAIN SCREEN 


The streets are dangerous! Take on any member of Skull Cross that 
stands between you and the prison. Remember to grab some food to 
revitalize your strength or you may find yourself face down in those 
dangerous streets! 


Time 
Points = ee ees 
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1P Strength Meter" Sae a CALLMAN 
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Lives i 
Enemy Strength Meter é Ti 
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SUPER_. 


1P Super Move Meter 2P Super Move Meter 


. Points-The number of points you have earned, 
_ Lives- The number of lives remaining. 


3. Player Strength Meter- The length of the yellow bar indicates the 
amount of energy your character has left. When the yellow bar 
disappears, you will lose one life. 


. Enemy Strength Meter- The length of the yellow bar indicates the 
amount of energy your enemy has left. When the yellow bar 
disappears, so will your enemy. 


. Super Move Meter- The amount of energy in the blue bar at the 
bottom of the screen will increase as your character defeats ene- 
mies. When the bar is completely filled, it will read SUPER and you 
will be able to perform the Super Move. 


. Time- How much time is left for you to finish the level. 





PROFILE OF MIKE HAGGAR 


Height: é7" 
Weight: 269 lbs. 
Hobby: Politics 


“) Favorite Foods: Hamburger, Curried Rice 


Mike Haggar is a former wrestler and a 
champion street fighter. Haggar was instru- 
mental in the defeat of the Mad Gear Gang. 
He has been the most popular mayor in the 
previously crime-ridden capital of the world, 
Metro City, for many years and seems to 
become more powerful with age. 





Haggar may be a bit slow but his devastating wrestling skills more than 
ike up for a lack of speed. Once he grabs an opponent, he will 
apply a deadly wrestling move that causes the ground to rumble. 


HAGGAR’S WRESTLING TECHNIQUES 
Wrestling Throw: ig 





Grab the enemy, then press 
control pad toward the enemy and 
press the Y button. 






— 
— 


de 
Body Press: Press B ae to jump, then simultaneously press Y 


button and ¥ on control pad. 
Suplex: Grab the enemy from behind, then press Y button. 





Reverse grab the enemy, then press 
B button to jump in the air. While in 
mid-air, press tne Y button. 


Back Flip Drop: 


























Grab the enemy and press B button 
to jump in the air. While in mid- 
air, press the Y button. 





Press Y button and B button 
simultaneously, or press A 
button. This is a way to get 
out of tight spots, but your 
health meter will reduce 
everytime you damage 
enemies with this move. 


Spinning Clothesline: . 
(Mega Crush move) 5 





Press control pad ¥ % ina 
smooth motion, then press Y button 
at the end of control pad motion. 


Violent Axe: 3" “aes 





HAGGAR’S SUPER MOVE Note: Works only when Haggar’s 
Super Move Meter reads “SUPER”. 


Final Hammer: Grab opponent, then press control pad ® *% ¥ in a 
smooth motion. At the end of the control pad motion, 
press Y button. 

















PROFILE OF GUY 


Height: 5! 10" 
Weight: 159 lbs. 
~ Hobby: Ninjitsu Training 
Favorite Foods: Boiled rice soaked in tea, 
cold Tofu 


After completing a martial arts training trip, Guy 
returns to Metro City only to find himself caught 
up in a riot. Once Mike Haggar described the 
situation, and how he planned to end the riot and 
violence, Guy was more than ready to volunteer. 





eS 
A quick and agile fighter, Guy has had much experience in street 
fighting and ninjitsu. Believed to be a descendant of a ninja, Guy 
exhibits the tradition in his fighting style and amazing wall leap ability. 





GUY’S NINJA MOVES 

Elbow Drop: = Jump, then press ¥ and Y button 
simultaneously. 

Wall Leap: Jump up at wall, then press B button 


while on wall. 








Grab enemy, then press @ or ® 
and Y button simultaneously. 





Perform a reverse grab, then press control pad in direction 
opposite of the enemy and Y button simultaneously. 


Back Pin: 


Knee Drop: Perform a reverse grab, then press # and Y button. 
Repeatedly hit Y button for up to 3 hits. 


Press ¥ %*® in a smooth motion, 
then press Y button as you reach 
the end of the control pad motion. 





Press Y button and B button simul- 
taneously, or press A button. This 
is a way to get out of tight spots, 
but your health meter will reduce 
everytime you damage enemies 
with this move. 


Hurricane Kick: 
(Mega Crush move) 





GUY'S SUPER MOVE Note: Works only when Guy’s Super Move 
Meter reads “SUPER”. 


1,000 Fist Barrage: | Grab enemy, then press ® % ¥ in a smooth 
motion. At the end of the control pad motion, 
press Y button. 























Height: a eS 

Weight: 115 lbs. 

Hobby: Cooking (even though she’s not 
too good) 


Favorite Foods: Instant Noodles 





/, | Even though she is currently a detective in Metro 

by / } / City’s Special Crimes Unit, Lucia did not join 

| 4 \ , Mike Haggar’s operation for that reason. When 

WY & she became aware of his plan, Lucia jumped at 
& the chance to re-pay Haggar after he helped 


clear her of a corruption charge. 


Lucia’s awesome leg strength makes her kicks lethal. Her motto is to 
kick first then ask questions later, and usually her opponents don’t 
respond to her questions. She has an extremely long range of move- 
ment in fight, so she can protect herself well by standing clear of her 
opponents. She loves to use her Tornado Spinner, a move she picked 
up on the streets. 


LUCIA’S CRIME UNIT MOVES 


Perform a reverse grab, then press 


Suplex: 
Y button. 





Knee Slam: Perform a reverse grab, then ee control 


pad toward opponent and Y button. 





Knee Drop: sump, then press ¥ and Y button simultaneously. 




















PROFILE OF LUCIA cont. 


Fire Spinner: a Jump and, while in the air, press ¥ 
9 af %4 © in a smooth motion. At the 
, end of the control pad motion, 
press Y button. 


ar 






Tornado Spinner: Press ® ¥ % in a smooth motion, 
then press Y button at the end 
of the control pad motion. 








Hurricane Spinner: Press Y button and B button simul- 
(Mega Crush move) Sas taneously, or press A button. This is 
x os = Fam a ey to get out of tight spots, but 
~~’ your health meter will reduce 
everytime you damage enemies 
with this move. 


LUCIA’S SUPER MOVE Note: Move only works when Lucia’s 
Super Move Meter reads “SUPER”. 


Hard Hit Knee: Press ¥ ¥ ® in a smooth motion, then press Y 
button at the end of the control pad motion. 











PROFILE OF DEAN 


Height: 6’ 6" 
Weight: 214 lbs. 
Hobby: Driving (fast!) 


Favorite Foods: Beef 


A former street fighter with a thorough knowledge 
of the Skull Cross gang's operation. A very myste- 
rious man, and rumors on the street say he is not 
completely human. While many believe him to be 
somehow robotic, he always carries a small pic- 
ture of his family wherever he goes. 





There is something mechanical about Dean and his ability to summon 
and accumulate supernatural powers to his fist. He is very quick, has 
an extended reach and uses his size to overpower enemy. His most 
devastating attacks will punish his foe with electrifying effects. 


DEAN’S MYSTERIOUS MOVES 
Electric Combo: Repeatedly press Y button 






Press ® #@ in a smooth motion, 
then press Y button at the end of 
the control pad motion. 


Press ¥ %* in a smooth motion, 
then press Y button at the end of the 

.. control pad motion (must be within 
a certain distance from enemy). 


Slam Throw: — Grab enemy, then press control pad in the direction 
opposite of the enemy and Y button simultaneously. 























PROFILE OF DEAN com. 


Back Breaker: Perform a reverse grab, then press the control pad 
# and the Y button simultaneously. 


Press Y and B buttons simul- 
taneously, or press A button. 


Electric Shock: eek a= Ss 
SY aq aw —— - agi ‘ “y r% 
er SET 





DEAN’S SUPER MOVE Note: Move works only when 
Dean’s Super Move Meter 
reads “SUPER”. 


Scrap Dunk: Grab enemy, then press ¥ # in a 
smooth motion. Then press Y 
button at the end of the control 


pad motion. 
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POWER UP {TEMS 


WEAPONS 


Nunchuks- 
Weak reach, 
but great attack 
power 


Steel Pipes- 
Useful o 
characters with a 
short reach 


BONUS ITEMS 


French Fries- 

Recovers 25% of 

your character's 
ealth 


Hot . 

Rede of 

yor character’ s 
ealth 


Steak- 

Recovers 50% of 

your character’ s 
ea 


BBQ- 


Recovers 100% of 
saat character's 
health 














Billy Club- 
Great weapon wit 
limited amount of 
use available 


Hammer- 
Cannot be used as 
a weapon. Can be 
thrown once to do 
damage 


Flowers- 
1,000 points 


1 Glasses- 


1,000 points 


Ring- 


—— = 5,000 points 


| Gold Bar- 


10,000 points 


























BOSS CHARACTERS 


+ Dave- Once a faithful policeman for Haggar’s Metro 
Sar City force, Dave has changed alliances and now is a 
m= major ally for Skull Cross. Even though he is quite 
heavy, his quickness is deceiving. He loves to utilize 
his weight and crush enemies, so watch out for his 
giant jump tactic. He is most vulnerable when he falls 
to the ground. 


. Call Man- Skull Cross’ middle-class big =~ ceed) 
shot. He’s the guy with the biggest chip on his shoulder. ioe 
Coleman hates all enforcement types, and especially 
Mayor Haggar. His main purpose for Skull Cross is as an 
informant, but he has strong street fighting skills as well. 










He is big and strong, so keep moving and don’t get 
eobed by him. You'll be sorry! 
/ fi, Caine- Nicknamed “The Destroyer.” 
Sie 2) That says it all. He is considered by far the most 
ia dangerous fighter in Skull Cross. Caine’s odd move- 


‘’ ments coupled with his long reach make him a brutal 
Y opponent. And throw in his skillful use of a wrench, 
and you've got an opponent that is hard to get close 

ad to. If there is any weakness to Caine, it is his lack of 
depth perception. Try jumping around and keep moving. He might 
have trouble finding you! 


Bonus Stages 

At set points throughout your street battle, bonus stages will appear, 
allowing you a chance to power-up and build your health. Punch, kick 
and pe wherever and however you can. Here is a short description 
of some bonus stages: 


@ Skull Cross henchmen attack with a bulldozer. The vulnerable point 
of the bulldozer is the cockpit, so do what you can to place all your 
attacks there. 

@ After the factory scene, many drums will roll throughout the room 
right at you. Stick to the right to avoid the drums and attack the 


control panel. Aa 





Wait until your strength meter is low before you pick up any food. 


Try not to stand toe-to-toe with any of the bosses. Instead, try the 
hit and run strategy. 


There’s a certain amount of hits you can apply to an enemy before 
you knock them down. Find deadly combinations of hits for maxi- 
mum damage. Remember to rapidly hit the Y button for combina- 
tion attacks. 


Your enemies are as tough as you are. In some cases, they are 
even tougher. It takes quite a number of hits before you knock 

them out, so do not underestimate the power of an enemy you 

have knocked down several times. 


Break open as many barrels as you can to find power-up items 
and bonus items. 


Use your characters’ “Mega Crush” move sparingly. Whenever 
the attack connects on your opponent, you lose health. This move 
is meant to get out of tight spots only. 


Watch your “SUPER” move meter closely. Be ready to let your 
“SUPER” move np noe as the meter fills completely. This is a 
great tactic to defeat your enemies. 


Stay aware of multiple pathways. At certain points in the game, 

ou will have a choice of directions to travel. Sometimes, you may 
(i able to break open this other pathway. Press control pad 
toward open area to enter. Some areas may be more difficult than 
others. Some may even let you bypass the boss. Keep on your toes! 





FIGHTING NOTES 
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WARRANTY 


CAPCOM ENTERTAINMENT, INC, (“CAPCOM”) warrants to the original consumer that this 
CAPCOM Game Pak (“PAK”) shall be free from defects in material and workmanship for a peri- 
od of 90 days from date of purchase. If a defect covered by this warranty occurs during this 90- 
day warranty period, CAPCOM will repair or replace the PAK, at its option, free of charge. 


To receive this warranty service: 

1. Notify the CAPCOM Consumer Service Department of the problem requiring warranty ser- 
vice by calling (408) 774-0400. Our Consumer Service Department is in operation.from 8:30 
a.m. to 5:00 p.m. Pacific Time, Monday through Friday. 


2. If the CAPCOM service technician is unable to solve the problem by phone, he will provide 
you with a Return Merchandise Authorization number. Simply record this number on the outside 
of your shipping package, and return the entire PAK freight prepaid at your own risk of damage. 
Please include your sales slip or similar proof-of-purchase within the 90-day warranty period to: 

CAPCOM ENTERTAINMENT, INC. 

Consumer Service Department 

475 Oakmead Parkway 

Sunnyvale, CA 94086 


This warranty shall not apply if the PAK has been damaged by negligence, accident, unreasonable 
use, modification, tampering or by other causes unrelated to the defective materials or workmanship. 


REPAIRS AFTER EXPIRATION OF WARRANTY: 

If the PAK develops a problem after the 90-day warranty period, you may contact the CAPCOM 
Consumer Service Department at the phone number noted previously. If the CAPCOM service 
technician is unable to solve the problem by phone, he may provide you with a Return 
Merchandise Authorization number. You may then record this number on the outside of your 
shipping package and return the defective PAK freight prepaid at your own risk of damage to 
CAPCOM, enclosing a check or money order for $15.00 payable to CAPCOM. CAPCOM will 
at its option, subject to the conditions above, repair the PAK or replace it with a new or repaired 
PAK. If replacement PAKs are not available, it will be replaced with another title, or the defective 
product will be returned to you and the $15.00 payment refunded. 


WARRANTY UMITATIONS: 

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY 
AND FITNESS FOR A PARTICULAR PURPOSE, ARE HEREBY LIMITED TO NINETY (90) DAYS 
FROM THE DATE OF PURCHASE AND ARE SUBJECT TO THE CONDITIONS SET FORTH HERE- 
IN. IN NO EVENT SHALL CAPCOM BE UABLE FOR CONSEQUENTIAL OR INCIDENTAL 
DAMAGES RESULTING FROM THE BREACH OF ANY EXPRESS OR IMPLIED WARRANTIES. 


The provisions of this warranty are valid in the United States and Canada only. Some states 
and provinces do not allow limitations on how long an implied warranty lasts or exclusions of 
consequential or incidental damages, so the above limitations and exclusions may not apply to 
you. This warranty gives you specific legal rights, and you may have other rights which vary 
from state to state or province to province. 








CAPCOM ENTERTAINMENT, INC. 
Consumer Service Department 
475 Oakmead Parkway 
Sunnyvale, California 94086 
(408) 774-0400 


CAPCOM'S HINT LINE 
Touch Tone phone required 


1-900-680-2583 


$.79 per minute for 24-hour recorded info 
$.99 per minute for live counselor 
Must be 18 years or older. or have parental permission 
Game Counselors Available 
M-F, 8:30 a.m. to 5:00 p.m. (PST) 





Visit Capcom On-Line! 

In CompuServe, GO VIDPUBA, and look for CAPCOM in 
the Video Game Publishers Forum, or E-mail CAPCOM 
directly through the net at 76702.2710@compuserve.com 
Watch for upcoming Web pages and FTP sites from the 
new capcoment.com server coming this year! 


Printed in Japan 


